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THE PRINNY SQUAD'S MISSION 


Can | really be the hero, dood? 


The Netherworld— a land wandered by creatures 
of darkness. 


As night falls, these demons gain power and 
plunge the land into chaos and bloodshed. Among 
them are those whose corrupt spirits were once 
human: Prinnies. 


There is no flesh beneath their skin, only the souls of 
lifeless criminals, 


And to pay for their sins, they have been sentenced to a 
lifetime of slavery. They are bound to serve, day in, day 
out, until their sins are forgiven. 


This is the tale of one such day, toiling under a cruel 
Demon Lord... 


This particular Demon Lord has currently been presented 
with a small problem. Always known for her calmness 
and rationality, observe how Etna carefully and tactfully 
requests an explanation of the 
situation. 


Her loyal (and terrified) Prinny 
Squad is not made of fools. They 
know they weren't responsible for 
her dessert's disappearance, but 
they also don't know who is. Ever 
merciful, Etna gives the Prinnies a 
chance to redeem themselves. 


DER, vre in the steaning 


ep Elte my dessert 


Venture out into the wild, demon- 
infested Netherworld, simply to 
retrieve a sweet treat? Truly a 
dangerous proposition! But lo, Etna 
is not without mercy! She fashions a scarf that, when 
worn, provides a Prinny minimal protection from otherwise 
explosive impacts! (Unless you're playing on “Hell's 
Finest” difficulty; then it just / 
looks snazzy but is otherwise À / @ Demo Skip 
useless.) \ q 


|) we may be dunb. but we're not THAT 
dunb, dood! we'd never eat your food! 


And thus, our story truly 
begins. Go forth, Prinny 
Squad! Obtain the Ultra 
Dessert for your lord and 
mistress! Your very afterlives 
depend on your success! 


& Demo Skip 
ed 


An upwardly 

mobile Demon 

Lord who took 

over after her 

Overlord kicked 

the bucket. 

She's selfish 

and impulsive and loooves sweet 
snacks. She's the reason why you're 
chasing down food ingredients all over 
the Netherworld. Sure, it's not the most 
glorious or sensible of tasks, but let's see 
you argue with her. 


PRINNY 


The Hero Doods, Dood! 


Etna's bottom-of-the-barrel 

slave. He's carefree and 

easy-going, but he actually 

contains the soul of a 

remorseless criminal. Etna's 

Prinny Squad is made up of 

1,000 of these little doods and you'll 
have all of them at your disposal to get 
through the game. They are completely 
and utterly expendable, so don't worry 
too much about running out of “lives”! 


Game Objective = 


With 1,000 Prinny “lives” at your 
command, your task is to jump and 
fight your way through several 
stages and bosses to get Etna's 
Ultra Dessert back. Challenging 
platforming sequences. 

je enemies, and bosses Itter your 
path In a game like this, you'Il 
never know who or what you'll run into next 
but practice makes perfect 


BLOBE OOAGOHO 


The Prinny Base $ 


The Prinny Base is your “safe zone.” 
There are a number of things you 
can do in this base of operations 
either at the start of the game or 
after collecting enough Orbs (see 
the “Orbs” section of this guide for 
more information) 


- Save your game 

- Adjust the game's difficulty 

- Play tutorial stages 

- Check out and download replay videos 

- Replay and download stages 

- Prepare for future missions 

- Visit Etna (usually so she can insult you) 

- Collect Torn Letters (see the “Torn Letters” section of this guide 
for more information) 

- See how much time is left for your quest (you have a 10-hour 
deadline which ticks down for each stage completed) 
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Difficulty 4 


There are two difficulty settings in this game: 


Standard: In this mode, a Prinny can take 4 hits before being 
destroyed. In other words, you can afford to make some 
mistakes, but not many. 


Hell's Finest: In this mode, a single hit will kill your Prinny on 
the spot. Watch out — this is for experts (and Prinny Purists) 
only! You'll need all of 

your jumping, fighting and 
dodging skills to make a dent 
while playing on thís setting 


Great for all those 
gemons out therel 


Explanation] The ending and all the events are the sane 
‘on both dif levels. You can also change the difficulty dur 


You can switch between both 
levels at any time at the Prinny 
Base. All story events will remain 
the same regardless of difficulty, so 
don't be afraid to set the game to 
Standard if you think you might 
get your butt kicked 


» Controls and Techniques * 


Prinnies can do tons of stuff, dood! They have many abilities 
thanrcan keep them out of or get them into trouble. Be sure to 
check them all out ‘cause this is going to be a stupendously 
tough journey, dood! 


Moving! 

Press the Left/Right Directional 
Buttons to move your Prinny 
left or right. You can also hold 
the Down Directional Button to 
Squat. You can't move or attack 
while Squatting, but it's useful 
for avoiding many attacks 
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Looking! 


While holding R‚ press the Up/Down Directional Buttons to 
pan the camera up or down. Great for finding secret platforms 
and passages! 


Jumping! 

Press the X Button to Jump. You 
can press it again while in mid-air 
to do a Double Jump 


A very important note about 
Jumping in Prinny: it doesn't work 
the same way as in some action/ 


platform games. You cannot adjust 


the direction of your flight while in 


midair. Once you make a jump 
you are committed to its direction 
be it left, right, or straight up. This also applies to the Double 
Jump. If you want to stop your flight, the best way to do so is via 
a Hip Pound. See the next section for details 


Pounding! 

While in mid-air, hold the 
Down Directional Button 
then press the X Button 

to do a Hip Pound. This 
will stop your Prinny and 
send him down onto his 
target, butt-first. This is 
the only way to adjust your 
jumps, because it will halt 


your Prinny regardless of 
previous momentum. This 
is also the key to stunning enemies and bosses so you can inflict 
massive damage. Use this skill well and wisely 


Lifting, Throwing, and Dropping! 
Press the Triangle Button to lift 

a nearby item, then press the 
Triangle Button again to Throw 

it. You can also press the Down 
Directional Button and Triangle to 
drop the item. Liftable items include 
barrels, bombs, tanks, and even 
stunned enemies (including many 
bosses)! Be careful, however, as 
stunned enemies can still return to 
normal while being lifted. 
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IFyou are near a ledge, press 


Air Slashes create 
diagonally-moving 
projectiles that cause 


the Directional Button towards 
its edge to hang onto it. Keep 
pressing towards the ledge, or the 
Up Directional Button, to climb up. 
Press away from the ledge, or the 
Down Directional Button, to fall oft 
of the edge. You can use this skill 
while standing or in the air 


Spinning! 

Hold the Circle button to Spin 
While Spinning, Prinny will glow 
blue. While glowing, Prinny is 
invincible. While Spinning, you 
can hold Left or Right to move 
in that direction, You can move 
through enemies this way! 


Let go of Circle 
while Spinning and 
holding Left or Right 
and Prinny will Dash 
in that direction. If 
you Jump during 

a Dash, you'll be 
able to clear longer 
distances. Get the 
lead out, dood! 


Sliding! 

Press Down while 
Dashing to do a Slide 
While Sliding, Prinny 
will glow blue for 

the Slide's duration 
rendering it invincible 


Slashing! 


Press the Square Button 
repeatedly to slash at enemies 
This can also be done in the air. 


shockwaves upon hitting 
the ground. Use this to 
your advantage. Another 
great feature of the Air 
Slash is being able to 
see ahead of your current 
screen if you have the 
Camera Switch turned on 
in the Options Menu 


Self-Destructing! 

While holding L and R, press X to explode 
your Prinny on the spot. This is good if 
you quickly want to retry from the last 
checkpoint 


Tank... ing? 


Sometimes Prinny will come across vehicles lying around in 
stages. You can enter these by Hip Pounding into them. Once 
inside, you can use the 
Directional Button to move, 
as well as the X Button to 
jump and the Square Button 
to fire Some vehicles will 
also allow you to rapid-fire 
or charge your shots by 
holding the Square button 


And Finally... Bombing! 


IF you manage to lose all 1,000 of your Prinnies, you'll get a 
joke ending and the ability to save 
your game and start a New Game 
+ using the data. Do so, and you'l 
have the powerful Prinny Bomb at 
your disposal. Activate it by holding 
R and pressing Square. The Prinny 
Bomb will rain explosive Prinnies 
onto the screen, doing big damage 
to all onscreen enemies and most 


bosses. The downside? These 
Prinnies come from your squad 

meaning it drains your lives. Thus, 
while it can definitely get you out of 
a tight spot. abusing it may put you in a worse situation than you 
might like 


So You Wanna Be The Hero, Dood? 


Prinny is already a tough game that takes no prisoners, but the 

playable hero character is essentially the cannon fodder of the 

Disgaea series. (Have you tried to take on the entire Netherworld 

using just a couple of knives? Didn't think so.) In other words 

the odds are pretty stacked against you going in. Therefore 

n it's important to make sure you have an edge or three on your 

De side. Before we get this walkthrough started, read what's just up 
ahead to educate yourself on some great survival tips 


The Prinny Bomb 


\f-you want to make things a bit easier on yourself, then you're 
going to want to get equipped with the Prinny Bomb. This attack 
(activated with R + Square) allows you to call forth your fellow 
Prinnies to shower across the screen, with explosive results 
Best of all, you remain invincible for as long as you keep the 
attack active 


You'll have to sacrifice all 1000 of your Prinnies in an active 
game to gain this move. The easiest way to do that is to press 
(L +R + X) to detonate your active Prinny. Doing this 1000 times 
will take a couple of hours, but the insurance is worth it when 
you're in a pinch you can't get out of 


The Time Zone System 


Prinny: Can | Really Be The Hero? utilizes a dynamic difficulty 
system that revolves around the concept of Time Zones. The 
way it works is thus 


The game is broken up into six time periods with regards to the. 
first six selectable stages. The beginning of the game (Morning) 
is when the stages are the easiest, and the '5 Hours Left’ point 
(Night) is when the stages are at their extreme toughest. Most 
stages have a base difficulty level, which is then modified by the. 
time of day that stage is played in. In other words, in the Morning, 
Nethergrasslands is a happy stage that you can blow through in à 
minute. However, at Night, it's a fearsome death trap 


Nethergrasslands 
Hgh Tome Forest 
Death's Vatchtower 
Demon Sea Aria 
Wagma Hideout 
Moab Fortraas 


_ZNetmergrasslands 


ed north of the 
Prinay Base, the serene 
scenery turns deadly 
late at night. Ies ruled 
over by a varacious 
beast, the Gourmet Ogre 


You can tell a stage's current difficulty by noting the Netherworld 
Ranking at the bottom of the screen. The more stars 
its rated, the tougher it is. Wait longer, and that 
Ranking will go up even further 


This walkthrough shows the “best 
path” for the first six stages 

utilizing the dynamic difficulty to 
your advantage, in order to get 

to the end credits with the least 
difficulty and stress (though some of 
both is still quite inevitable). It also 
assumes Standard difficulty 
However, if you feel you're 
having trouble with a, 

certain version of a stage 
try switching around your 
stage order. The Runaway 
Manager is invaluable in 
helping you experiment. The 
more stages you remember and 
memorize, the easier itIl be for you to carve a 
path to the ending! 


With all that said. Mission Start! 


The game opens with Prinny's friends raining from the sky as he 
struggles to reach his boss, Demon Lord Etnal What could be 
prompting such a tantrum? 


Well have to get there to find out! Fortunately, this stage is easy by 
design. Take your time here to getthe hang of controling your jumps 


Practice stomping multiple enemies in a row to build up your COMBO 
meter for items 


Boss Battle: Damien 


This boss fight is an easy rendition of what you'll face later on 

All you have to do here is time things so that you Hip Drop him 
as he swoops down. Once you do so, the skull next to his energy 
meter will disappear for a short while, and he'll be stunned 


Take this moment to give him everything you've got! For bosses, 
Air Slashes generally work best 


Stomp, Slash, Victoly! 


Think like a Mega..umn..Prinay. 


I's tempting to just go down the stage list in order, and if you 
want to get all the game's Ingredients, eventually you'll have to. 
However, it's best to hit up the Magma Hideout first if you want 
to see the end of the game in a reasonable amount of time. 
Tackle this stage any time after Morning, and the difficulty of the 
platforming sequences increases dramatically. You may also 
end up facing kunoichi Hoshikage as a boss instead of her pet 
dragon, Lee-Shan 

his mistress. 


CORE ooorzsoo 


Wait for Headjugglers to descend before making jumps over 
or around them 


To deal with pesky Genin, either Hip Drop them to get rid 
of them temporarily, or unleash a barrage of Slashes. Air 
Slashes work as well 


LE ocoss oo 


he) 


While the CX-3 Hellyes tank is truly awesome, it just wastes 
time here. Do a Double Jump off of the edge instead, then 
triangle jump (Jump ín one direction, then Double Jump back 
the way you came) to climb the platforms up. 


Boss Battle: Lee-Shang Long Lee-Shiang will attack by biting forward. Squat in the area above 


the first and second blocks on the ground to avoid him. 


This giant dragon is one of the more complicated bosses in 
terms of finding its weak point 


With the orbs gone, Lee-Shang will faint. Move to the left to 
avoid him, then Hip Drop his horn 


When the fight begins, floating orbs will appear. Jump and Air 
Slash so you knock them both out at the same time. 


Finaly, attack with everything you've got! If he's stil alive, just 
repeat the process. On occasion, he may toss some explosive 
firebalis. The far left is a good place to avoid these 


Stage Selection 


For our next stage, we kill two birds with one stone—another 
stage whose platforming gets crazier over time, and where you 
have to fight two boss characters at once 


The later the day wears on, the stronger the bosses become, so 
it's best to tackle on two-on-one fights as soon as possible 


Stand in place and slash away as Ghosts approach 


Boss Battle: Basil & Chervil 


For some quick damage to Basil, quickly move to the right when 
the fight starts 


Hold the Jump and Fire buttons while in this tank to 
| machine-gun enemies into oblivion while bouncing around. 
pogo-style 


Double Jump 
over him, 
quickly pick up. 
the bomb, and 
throw it at him 
for some decent 
damage and the 
stun. Once you 
do this, Air Slash like crazy. He should go down pretty quickly 


Use careful Jumps and Hip-Pounds to navigate the sets of Basil's head 
moving Flying Carpets will release 
homing skulls 


once defeated 
though, so keep 
on your toes. 
They can be 
defeated with a 
quick Slash 


As for Chervil, 
watch the 
ground for 
her next 
appearance 


When you see 
Be extra careful around the blue Flying Carpets—they have en 
fireball-spitting Gargoyles nearby. You can't stand on them sti was 


but you can stomp them without getting hurt. ee 


then Hip Pound 
the area. With the right timing, you'll stun her as well. Air Slash, 
repeat if you need to, and you're all done! 


Cats don't dance, dood. 


This stage is up next because here, usually, Prinny ends up 
facing the frustratingly lethal duo of Kim and Chi as bosses 
However, playing this stage now pits him against Anise, who is 
an utter pussycat in comparison. Literally. 


TCOnt oossezo 


Ds 


From here on out, Hip Pounds are your best friend when it 
comes to navigating large groups of enemies 


scontoo4soro 


Fun trick: Tossing the bomb while all of these enemies are 
close together will blow them all up in a chain reaction 
making this jump much easier 


Double Jump over the Trigoyle when it's not spitting fire. You 
can also Hip Pound it safely 


Take these platforms very slowly and carefully, Air Slashing 
any airborne enemies along the way. At the end of this 
sequence, jump straight up to avoid the od Folk, then Hip 


Pound it 


seontoosssro 


Use the Gear Metal YAY tank here to blow a path through 
the enemies ahead. Its slow, so just charge your cannon 


while you sit in place. 


Hip Pound the Gargoyles here, using them as steps to gain 
air and jump past enemies 


Aria... of Sorrow? 


This stage should be tackled before its innate difficulty is pushed 
any higher by the Time Zone system 


The home stretch! Use the CX-3 Hellyes to blast away at Light 
Grimoires and Mothmen on the way to the Atonement Gate. The 
important thing is to not get hit. Hold the Square button down for. 
rapid-fire 


Boss Battle: Anise 
For a magical girl, Anise isn't all that punishing, to be honest 


SCORt oosTtaBo 


Reen) 


Follow her around, Slash any monsters she summons, and Hip. 
Pound her twice in rapid succession whenever she stops on 
either side of the arena. Keep in mind she can't be harmed when 


she's in cat form. Anise has extremely low stamina, so a barrage 
of Air Slashes will utterly devastate her. She should go down in 
two volleys, tops. 


Tackling this now also 
changes the boss from » 
Cardamon, a super-fast 
catgirl who never stays in one 
place, to Turmeric, who is a 
complete joke. Let's gol 


Squat on the Flying 
Carpet to avoid 
Headjugglers, and 
wait for others to 
descend before jumping 
over the pits they 
inhabit 


SCOTE oossoeo 


At this point, it's best to Dash Jump over the pit so you can Hip 
Pound the Walking Corn and sail over the enemies past it 


Air Slash the 3xldol from a distance, then Dash Jump the 
huge gap you come across. Make sure to jump at the edge of 
the platform you start from so that you don't cliff-hang to your 
target's edge. That will make you a sitting duck for the Imps 


SCONE oossoro 


There's a Revive Point just ahead, so take this slow and clear 
out all enemies before going further 


Just after the Revive Point, Spin in place and Dashing 
Double Jump when the Headjuggler is at its peak 


SCOrt oo7r2220 


Climbing the clouds is another affair you should take 
slowly as possible, terminating all enemies as you progress 
Use a Prinny Bomb if you think it's worth it, and keep in mind 
that there's a Revive Point halfway through peak 


SCORE 0079770 


Easy tactic: Hug the left or right wall, and use your Double 
Jumps and Air Slashes (for limited hovering) to let him Slash 
under you. Hip Drop him, and then attack him until he's gone 
There are times when he'll overzealously rush into your Hip 
Drops, making things all the easier. 


Erdoe7s7o 


This CX3-Hellyes sequence is pretty long. Hold the Square 
button for rapid-fire, and terminate all Imps on sight! 


Boss Battle: Turmeric 


He's a joke in the game, and he's a joke in a fight. If you allow 
him to Level Up, he becomes exactly 5% less of a joke 


Seriously, just have fun with this one 


Eye of the Tiger 


We've waited this long to head here because this stage is tough 
no matter what time you play it. Once again, though, there's the 
matter of the boss. Usually it's a Moab in a very annoying fying 
tank. However, completing this stage now has us running back 

into our pal Turmeric for a rematch. Phew! 


SCORE oosarzo 


Getting through the Moab Fortress is all about how well you can 
Hip Drop enemies in succession, using them to sail over other 
hazards. It's also about how well you can hold your ground and 
Slash enemies to clear a path. Both of these skills will benefit 
you through the entire stage, so just stick to that strategy for 
most of it. 


SCORE oo9sa7o 


The red barrels have enemies inside. Watch out! Use the nearby 
Bomb to cause massive damage 


scont oosérzo 


Here, you have choices. You can take the higher road, which has 
easier jumps but more enemies (including a couple of very pesky 
Catsabers), or take the lower route, which has more precarious 
jumps and a small smattering of Specters and Specter 
Mommies. It may be best to practice the lower path since there's 
a Revive Point that way 


SCORE oToorzo 


You can Hip Drop the Gargoyles and Trigoyles safely if you're 
unsure about your jumps 


Make it to the next Revive Point, and from here on it's an enemy 
gauntlet on level ground. 


Give it your Prinny best, dood! 


Boss Battle: Turmeric, Part Deux 


Turmeric's been training, and has gained a new sure-fire victory 
move: the Dimension Chop! Clearly, you should fear him! 


after you witness ny secret 
dezdly ski! Dimension Chop! 


SCORE o11 2820 


Tadngrie 
Ja 


Whatever, dood. Hi wall again, and kick his butt. Again 


Aprinnilyps Now! 

As mentioned before, Nethergrasslands is fearsome when 
traversed at Night. Even so, it's not all that bad. Use the same 
methodical Slashing and Hip Dropping skills you honed in the 
Moab Fortress, and before you know it, the ordeal will be over. 
There are also many Revive Points to help you along the way. 


TCORE o119560 


Head through castle towers whenever possible. They lead 
onward through the stage, and often to Revive Points 


mont 0120180 


Spin, Dash an 


SCORE OTzoIBo 
« ad 


En 


Wait until all of the Gargoyles are finished spitting firebalis before 
Double Jumping onto the Flying Carpet. Then head through the 
Tower above, and to a Revive Point. 


SCORE o121280 


Hip Drop the Trigoyle here, then Double Jump for extra air to get 
past the enemies. 


SCORE o121720 


Don't go for the upper platform here! Instead, cross the gap and 


go into the tower at your level. There's a Revive Point on the 
other side. 


SCORE o1zsseo0 
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SCORE O2 ssl” 
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This is the final, trickiest jump before the Atonement Gate. Wait 
untilthe danger of the Gargoyle's fireball is past, then Double 
Jump to the right side of the Flying Carpet, avoiding the fiery 
arrows as you do so. Quickly ride the Carpet up, then jump 
towards the platform, Air Slashing the Archer in the process 


Boss Battle: Gourmet Ogre 


The Ogre seems fearsome at first, until you know the strategy. 
Enough Ground Slas Il cause him to slump over and reset 
his attack pattern, giving you time to Hip Drop him 


The best place to do this is positioned directly behind him. Your 
knives have more range than you think, so even when he's 
doing his shockw, attack, you can stand just outside of it and 
plug away 


When he sits, you've got him. Hip Drop him, then attack for all 
you're worth. Repeat the process until you've won! 


The Smell of Aged Sage, dood! et 


ET 
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Now that you've beaten the initial six stages, there's only one 
| difficulty for the final four: really hard! The good news about the 
Aged Sage Altar is that all it consists of is a boss fight. The bad 
N news is... well, you sort of have to fight a titanic golem. Gee, 
thanks, Etna 


| _Boss Battle: CHEFBOT-9000 EE 


At least we don't have to fight the 8999 other ones. Onward! 


Upon further opportunities, stand in front of CHEFBOT to Slash 
away and goad it into swinging its axe again to drop more bombs. 


When you hit CHEFBOT with three bombs, it will become. 
stunned and slump. Hit it with as many Air Slashes as you can 
on the same area you tossed the bombs. However, the second 
you see the stars begin to disappear from around its head, start 
Hip Dropping that area! 

NEER EREN 
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The first thing to do is to watch out for the CHEFBOT's axe. ItIl 
swing down and drop bombs from the sky. 


IFyou manage to Hip Drop 
CHEFBOT three more 
times fast enough, hel 
become stunned again 
allowing you to repeat 

the Air Slash/Hip Drop 
process endlessly until 
you've taken him down. If 
you think you're not going to be able to get all of the Hip Drops 
in, Double Jump out of one of the Drops and get to a safe place 
to the left of him (the right is entirely unsafe) 


Pick up a bomb, and then wait for CHEFBOT to lift its axe, then 

retract said axe closer towards itself. Once that happens, get 

close, Double Jump, and toss that bomb! You want to hit the 

top part of the keyhole-shaped furnace. CHEFBOT will also 

sometimes summon lightning from the sky. Make sure to avoid 

this. You'll see a small flash of light a second before the attack With some practice using the above method, you'll be able to 
actually hits, giving you that long to get out of the way take this mammoth down in no tmel 


jÔ feel a desert in the force, dood. « you do, there's a good chance you can let yourself get hit, then 


use your invincibility window to walk through the ef 
IES time to take on this game's final acts, and they're no doozy! 


First up is the Black Dessert Desert, and you'll notice the 
increase in difficulty immediately. Don't let it get to you, dood! 


For the next couple of checkpoints, it's all about the Air Slashes 
and Hip Drops to thwart enemies and clear ground. This should 
be old hat to you by now. 


The trick to clearing the start of the stage is to make both jumps 
when the Headjugglers are at their peak 


Try not to end up down here, because there's a King Corn 
waïting for you when you climb the platform above. However, if 


Take out the Lift Gunner, then position Prinny's hind leg at the 
base of the Scarecrow. Double Jump to the right to clear the gap. 


Use the Flying Carpets to climb the tower, slowly Air Slashing 
enemies along the way. When you get to the top, bomb the Moabs 
into submission 


Hip Drop your way to the 
Revive Point 


For the home stretch, go 

all out on the offensivel 

Slash or Hip Drop 

everyone in your way. Use 

a Prinny Bomb if things just get too much for you 


Boss Battle: Darth Moab 


Darth has more stamina than your average boss, making him a 
formidable foe. However, patient Prinnies will positively prevail 
Once the match starts, Darth will throw his sickle. Avoid this, then, 
stand on the red pillar. Hell swoop down, giving you easy access 
to a Hip Drop 


SCORE 0172500 


Darth Moab 


Move to the left, and Darth will swoop again as his sickle begins 
homing in on you. You should be able to use Double Jumps to Hip. 
Drop him twice more. After that, attack! 


SCORE O172550 201 


Darth Moab mmm EEE 
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Darth will repeat tactics, only on the right side this time. The sickle 
may also home in on you more quickly. Repeat your moves until 
he's toast. If you feel like Prinny Bombing your way through this 
simply use it as a way to stun Darth by remote control, and do t 
actual attacking yourself 


Room 2 


Hip Drop the enemies and use them as steps. Air Slash 
wherever you feel necessary 


Rushy Bosses, dood! 


Can you say “boss rush," boys and girls? | knew you could! 
The Sweet Palace is a giant stage fraught with short but tough 
platforming segments, capped by every single boss you've faced 
thus far, Almost all of these bosses now take three Hip Drops to 
stun, and sadly, Turmeric isn't allowed to take part in the rush 
This means that each stage's original bosses take his place 


Room 1 


Take your time and Air Slash the enemies while climbing up 
the steps 


Boss Battle 2: Anise 


This is just as easy as the last time you fought her, except she 
now requires three Hip Drops to stun. Attack, attack, attack! 


SCORE o1soszo 


Boss Battle 1: Gourmet Ogre 


This is an exact replay of when you fought him in the 
Nethergrasslands. Slash behind him, and go for the kill when 
he drops 


SCORE orarsno 


Room 3 


Squat under the fireballs, then ride the Flying Carpet up. Also 
Hip Drop the King 
Corn to clear the 
next gap. 


Gourmet Ogre, 


Boss Battle Kk Basil & Chervil Double Jump, then Hip Drop the Trigoyle here as well to make 


it across 
Use the same strategy as before, but once you begin Slashing. 


take note of when the stars begin to disappear from around B 
oss Battle 4: Cardamon 


their heads 
She's faster than Turmeric, but she can actually be beaten the 
same way. 


SCORE o219220 2 


Cardamon mm 


Once one or two stars are gone, start Hip Dropping right away 
once again, like when you fought the CHEFBOT-9000. This Hug the wall, Jump, and Hip Drop her when she comes your way. 


should make them less of a nuisance 
Room 5 


Room 4 
Throw Bombs at the enemies in front of you whenever you 
Here you can either Triangle Jump to the block above, or Hip seethem. 
Drop the Trigoyle after a Double Jump, and then Double Jump 
again back the way you came 


SCORE o226970 (En 
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Navigate the rest of the room with careful Hip Drops or Air 


Slashes. Almost there! She'll head to the right side, and throw out three spread 
shuriken. Jump over these, and be ready to Hip Drop a second 


Boss Battle B. Hoshikage later when she appears where you just were. Attack her now, 


Lee-Shang Long was too large to be carted all the way here, so 
Hoshikage stands in. She's more frustrating than her pet, but she 
follows a pattern 


EEN 


Hochikage mm $$$ 


Her final attack summons Genin as she sticks to the ceiling, Duck 
in the center of the room, then Hip Drop her when she lands 
She'll repeat this attack pattern, so repeat your own tactics. 


When the match starts, quickly jump towards the left wall. Hip 
Pound her as she appears Room 6 
The bombs aren too much help here, so skip past them and 

navigate the blocks that are on your level. Jumping up will get 
you hit by a King Corn, and most likely send you to your death 


She!ll reappear a little to the right. Hip Drop her again, then go 
back to the left wall 


Slash the Lift Gunner, but watch out for his projectiles. 


When Double Jumping here, make sure to land just shy of the 
King Corn 


$COBE OaDDHa0 


You can either Hip Drop the 3xldol (or its projectiles) here, or Air 
Slash as you sail to the other side 


Boss Battle 6: Moab 


A Moab Grunt's usually nothing to worry about, but this one's 
cruising around in a flying laser-equipped death-mobile. Dood? 


The good news is, he only takes two Hip Drops to stun. The bad 
news is, he's very good at aiming that laser. 


Walk forward once the fight starts, and quickly Hip Drop him, 
once. The lasers should miss you if you continue to hold Right as 
you perform the move 


KEEEEEN) 


Head to the second Flying Carpet from the right for another easy 
Hip Pound. Air Slashing him here should get you 1/3 to 1/2 a bar 
of damage 


After this, the second Flying Carpet from the left is another good 
place for a Hip Drop. Use Squatting and Spinning to avoid lasers 
and go one more Drop, and another barrage of Air Slashes 
Much like Hoshikage, he has a repeating pattern even if he 
doesn't look like he does at first. 


Defeat the Moab, and the stage is overl Whewl On to the final 
stage, doodsl 


How sweet it is, dood! 


Sir Sweet's hideout is the last and toughest stage. Prinny will 
have to summon all of his inner dood-ness to make it through 
alive. and so will you. Are you ready? 


Hip Drop off of the enemies and Gargoyle to make it up to the 


ledge ahead. Repeat for the upper ledge 


SCORE ozer720 


Jump straight up to avoid the Imps, then quickly move forward 


Use the Flying rpets to climb the floating blocks, but watch out 
for the Lift Gunner's ammunition 


ces this close to the Revive Point. Bomb the 
kill in 


Navigate these platforms carefully, destroying all flying enemies 
before moving on to the next 


From the very 
edge of the 
platform, Air Slash 
the Barrel Monster 
to get across 
safely 


Hip Drop the 
Gargoyle, then 
use the leverage for an Air Slash on the 3xldol 


This is the hardest 
jump in the stage 
by far, thanks 

to the Specters 
Either Prinny 
Bomb your way 
past, or Squat/ 
Spin while quickly 
Air Slashing 


Boss Battle: Sir Sweet 


Sir Sweet is no pushover, and he has high stamina to boot. At first, 
he seems completely unpredictable, what with him laying food. 
bombs, executing fast drill attacks, and launching candy all over the. 
place. However, even this boss has a code that can be cracked. 


sconEomoerro 
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Sir Sweet, 


lg ©, 


Watch for when he does his candy attack, and take a good look 
at the candy when he does so. The candy which lands furthest 
away from Sir Sweet is where he will end up when he does his. 
drill attack directy after. Get into position, use Air Slashes to 
hover in place until he drills over your location, and then Hip. 
Drop away. Once you do so, attack 


When he gets low on health and turns red, give him a wide 
berth so he'll keep launching candy instead of his new chocolate 
attack. Keep it up, and you'll best him eventually 


Is it over? Dood, | sure hope it's over 


For reals,dood!? 


Dooooooooooood! It's not over! Using the power of the G-Sweet 
Sir Sweet gives himself a level-up! He has an extremely high 

life bar now, and Hip Drops mean absolutely nothing to him 
Fortunately, he repeats the exact same pattern every time you 
challenge him, so as long as you're super-quick with your knives. 
you still have a fighting chance! 


The key to defeating Sir Sweet in his ultimate form is to get as 
many hits in as possible while avoiding his attack pattern. Try 
to get him during the first four waves of his attacks, which will 
be described below. If you still haven't vanquished him by that 
point, you'll find out that you only have a minute left in game 
time to do so 


First Wave: Right Side 


SCORE O2T4110 


end 


Go to the right edge of the platform (but not too far). Slash 
like crazy 


SCORE orderro 


Sit Sweet 


Sweet will rain small meteors. When you hear the third one fall 
jump straight up, then Air Slash. Keep Slashing until gravity 
takes hold 


SCORE O2T4TT0 


nd 


you're on the ground again, Sweet will toss fireballs, whic 
will sail harmlessly over your head. Keep Slashing 


SCORE o21 4110 


eend 


SCORE o21 4110 


end 


veet will summon a large meteor. Mo 
e to avoid its pieces, then go b 
(right side of platform) and atta 


e to the left, jump in 
us position 


SCORE O214110 


Sira me 


eet will summon another large meteor. Move to the left 
jump in place to avoid its pieces, then go back to your previous 


ILKE 


Sweet will charge up a fire attack. When he's done charging. 
duck to avoid it! 


Attack a bit more, then move to the center. Sweet will swoop 
over to the other side; jump to avoid him 


SCORE ox1411o 


Silsweer mm 


eet will summon two wheels of fire. Move to the center, then 
jump straight up to avoid each. Move back to the left 


SCORE Oort arro 


Sin Sweet ne 


Sweet will toss fireballs almost immediately, and twice. Duck to 
avoid both volleys, then Slash away 


SCORE o21 4110 


Sir Sweet me 


Meteor rain ahead! Jump on the third, then Air Slash, but come 
down sooner than you did the last time you faced this attack 


Duck under more firebalis, and get out of the way when Sweet 
swoops over. 


Third Wave: Right Side 


Move back to the right side of the platform, and Slash Whenever 
you have a free moment in between Sweets attacks. 


Sir Sweet will summon two large meteors in succession. To 
dodge these, move to the center and jump straight up to avoid 
the first's chunks, then back to the right and jump again to avoid 
the second's 


A charge attack is next. Duck on the right side 
Two fire wheels will follow. Duck some more 


The big meteor will come next, so move to the center and jump 
straight up. 


SCORE ozter1o 


Sir Smet 


Here comes the 
biagie. Frustrated 
with your annoying 
ability to stay alive 

Sir Sweet will hover in 
place for an extended 
period of time to 
charge up his ultimate 
attack. This is a great chance to get lots of hits in 


He! start charging a giant ball of fire in his hand. Get your last 
licks in, then Double Jump over his head! 


He!ll unleash a supernova around your platform. Hip Drop him 
continuously to stay safe until the attack is finished 


Finally, Sweet will swoop away again. Jump to avoid him 


Fourth Wave: Left Side (Air) 


Time is running out, and Sir Sweet floats high above your head. 
You'll have to resort to well-timed Air Slashes to harm him now. 


SCORE o21411o 


ed 


First, Sweet will 
rain small meteors 
Afterwards, he'Il 
summon fire wheels 
Since he's so high up 
you can stay on your 
platform and avoid them 
easily, then go back to Air Slashes. Two large meteors will follow, 
followed by another small meteor rain. Get past all of this, and 
he'll swoop away to the right 


By this time, if you feel overwhelmed and you have a couple of 
hundred Prinnies in reserve, you can try to Prinny Bomb him to get 
things over with. Or you can stick things out, any attacks he does 
from this point on will be variations of those mentioned above. 


Whatever method(s) you use, the second you reduce his life to 
zero, you win the gamel Enjoy the ending and credits, and start 
going for 100% completion. You know you want to, dood 


More dying..? Dood... 


Going through Prinny’s stages at different times will yield a 
number of boss fights, some more harrowing than others. Many 
are covered in our walkthrough for the main story, but should you 
stray from its path, odds are you'll meet some of these fine folks 
instead! Here's how you can get ahead 


Boss Battle: Bok Choy 


Bok Choy talks a big game, but he's basically just like any other 
| Zombie. 


All he will do is jump at you very slowly. Hip Pound him and attack 
away. He'll go down like a rock 


Boss Battle: Kim and Chi 


Kim and Chi are deadly and frustrating when teamed up due to 
their dual-purpose attacks. 


SCORE 0175440 


Kim (in green) uses ranged ground attacks, and Chi (in red) uses 
close-range attacks that hit aerial enemies. Charging in head-first 
will get your Prinny destroyed, lickety-split 


ORE 0175440 


FMI var eon 


You'll want to take out Chi first. The thing to know about Chi is. 
that her fire sword attack, the Double Edge, can be avoided at 
the height of Prinny's jump. Thus, time your Double Jump so that 
she whiffs with the sword. Once she does, she!ll stand in place 
for a few precious seconds, ready and waiting to be Hip Dropped 
Repeat until she's done, and if you get her against the wall, so 
much the better. With Chi out of the way, Kim isn't much trouble 
since Hip Dropping requires you to be airborne most of the time 


SCORE 0175440 
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An alternate strategy is to be less aggressive about Hip Dropping, 
and simply Air Slash them regardless. Air Slashes will actually 
cancel out Kim and Chi's sword attacks in their preparation 
stages, and cause them to jump away from you. You can use this 
to bunch the two together and lure them into the corner, giving you 
the advantage 


Boss Battle: Morgan 


Darth Moab's big brother is every bit as dangerous as his sibling, 
if not more so. The first thing hel do-is-cause a tornado around 
himself, and toss his weapon in the ground in front of him, just 
like Darth 


SCORE 0121290 


After this, he'll jump. When he lands, he'll send out blocks of 
ice. You'll have to either Double Jump or triangle jump to avoid 
the blocks and get into position to Hip Drop him. If he sends his 
weapon towards you, jump to avoid it 


Near the end of the fight, Morgan will break out a gatling gun 
The shots, however, can be ducked 


SCORE ora 1290 En 
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A good strategy for knocking skulls off of Morgan is to use the 
Air Slash to push him off of the edge. Each time he falls off, 
he'll lose one skull. This doesn't work if you fight him in Sweet 
Palace, however, as the room there is closed 


Boss Battle: Cyberclops 


Bok Choy's robot henchman is quite intimidating. It can rain 
spikes from the sky, send explosive ordnance towards you, and 
turn its arms into whirling buzzsaws of death that travel around 
the walls of the room you fight him in 


SCORE O192540 
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Very little of this 
matters, as it's 
probably the easiest 
out of all the bosses 
to get in position for 
Hip Drops. Make 
sure to avoid the 


crosshairs it sends 
your way—that's where his fire will end up. Bounce off of its 
hands, then its head. Position yourself between Cyberclops and 
the wall so that he has no way to escape your attacks, then Air 
Slash to your heart's content. Lather, rinse, repeat 


SCORE 0192540 


When Cyberclops's health gets low, he'll attack the same way he 
did before, only faster and more frequently. Maintain your tactics 
and your reflexes, and you'll pull out the victory 


Boss Battle: Tsukikage 


IFyou tackle the Magma Hideout last, you'l find out that 
Hoshikage gets a level-up. Meet Tsukikagel She's now got twice 
the speed, twice the number of attacks, and twice the number of 
ways to make you cry. 


Tij soszoovosvb 
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Fortunately, there's a way to cheap her into oblivion. When the 
match starts, Double Jump straight up three times. Tsukikage will 
dash right under your position. Hip Drop her, then give her a taste 
of your blades 


conwo 


Once you're done 
with your pre- 
emptive strike, you 
could try to predict 
where she'll show 
up next… or you 
could simply Air 
Slash like a wild 
Prinny. Hit her enough times while she's dashing around and shel 


opt to warp to the celling instead 


This is your chance. Getto the center and duck. Shell set off 
bombs that will explode harmlessly over you. When she drops 

back down, Hip Drop her, then quickiy Double Jump to the left and 
give her a second Hip Drop 


Repeat this process of hitting her with Air Slashes and taking 
advantage of her vulnerability during her celling attack, and you 
have taken down the Moon Shadow while having hardly broken 

a sweat. As an added note: if she performs her replication attack 
(three of her will show up on screen), then the bombs she detonates 
will follow you. Run around quicky sothat you dont get it. You can 
Hip Drop her during this time, but there's a very good chance you 
take a hitin the process, so you might not want to risk it 


Boss Battle: Kim, Chi, & Anise 


The Twins were frustrating. 


Anise was amusing 
but tricky. The three 
of them teamed up 
however? Watch out 
dood! Just as when 
fighting the Twins by 
themselves, make 
Chí your first priority. As she requires only one Hip Drop to stun, 
she should be fairly easy to attack. The only things to worry about 
at this time are Anise's giant laser and Chi's own Double Edge 
attack. Remember that you can jump over the Double Edge. Get 
Chi in the corner if you can, and go to town 


When you get Chi out of the way, the fight becomes significantly 
easier. Go for whoever you can now—preferably Anise, who still 
has the ability to zap you from three screens away. Whoever you 
decide to go for, though, the divide-and-conquer tactic works best 
Only worry about one before going for the other. 


Hidden throughout the game are Wandering Souls, aka Orbs 
d Find them as soon as possible and use them on the Nameless 
Souls populating the Prinny Base (they look like colored flames 

| dood) to gain access to valuable allies with special functions. 


Listed below are the Orbs, in order of appearance 


Save Orb 
COLOR: BLUE * LOCATION: TUTORIAL STAGE 1 
You get this one automatically by beating the stage Since this is 


the stage you're plopped into as soon as you start a New Game, 
it shouldn't be hard to find! 


Unlocked: Save Manager. He's perhaps the most crucial person 
in the game. He's got a big sign so you can spot him anywhere 
Use him to save your game, naturally 


Data Orb 

COLOR: GREEN « LOCATION: TUTORIAL STAGE 2 

Before the first Revive Point, you'll see a Scarecrow holding a “1 
) sign. On the platform with this Scarecrow, do a Dashing Double 

Jump to the left 


Unlocked: Data Manager. This demon obsesses over 
cataloguing of all sorts of data, items, and awards. Hit him 
up for Battle Data, info on your Ingredients Collection, the 
Monsterpedia, and your total collected Netherworld Awards 


Lucky Orb 
COLOR: RED 
This one's just above the second Revival Point. Hip Pound off of 


the nearby Mothman and Double Jump to the platform 


Unlocked: Professor Lucky. A professor who strangely 
resembles the dolls he researches. Bring him your Lucky Dolls 
for a reward 


Replay Orb 
COLOR: WHITE « LOCATION: TUTORIAL STAGE 2 

Look for the Magic Carpet flying through a row of 4 Flan. You may 
notice a platform suspended above. Get to that platform with a 
Dashing Double Jump, then do another towards the right. Voilal 


Unlocked: Replay Manager. A simple villager who maintains 
records of your replays so you can watch them whenever you 
want. 


Runaway Orb 

COLOR: BLACK * LOCATION: 2 

At the end of the stage, you'll see an Imp. Bounce off of him with 
a Hip Pound, then Double Jump to the platform above 


Unlocked: Runaway Manager. He can help you escape your 
weary life. Treat him nice if you want to start over with your 
saved data. This includes everything you've collected so far, and 
a fresh 1000-strong Prinny Squad to boot! 


Dimension Orb 

COLOR: YELLOW « LOCATION: BLACK DESSERT DESERT 
Navigate past the Headjugglers, then drop down and continue to 
the right. It's right behind the Gargoyle 


Unlocked: Dimension Guide. She can send you through time 
and space. See her when you want to replay a stage you've 
already beaten 


Music Orb 

COLOR: PURPLE « LOCATION: SWEET PALACE 

Oh, this one's fun. You'll find this one after the third boss battle 
(most likely against Basil & Chervil.) Here, you'll have to time a 
Double Jump off of the platform to the left so that you can Hip 
Pound off of the Gargoyle below the Orb. 


As for getting back out… well, that's the fun part 


Unlocked: Music Manager. He manages your Netherworld music 
collection. See him to play your favorite music during each stage 


So you think you're the ultimate Prinny master, do you? Then 
it's time to prove it! Hidden throughout the game are several 
Netherworld Award Medals that you can gain by doing specific 
tasks. Are you a bad enough dood to take these challenges on? 


Listed below is every single Award you can eam! 


BLOBE OORGOHO 


Bronze Bolter 


Earned by getting a gold time in over 3 stages 


You still got some work to do! 


Gold Glider 


Earned by getting a gold time in over 20 stages 


Ohh, you're so fast! 


Silver Sprinter 


Earned by getting a gold time in over 10 stages 


Just a little more effort! 


Bronze Boxer 


Earned by getting a Clear Rank S in over 30 stages 
Translates to Lv50 in Dorkish 


Silver Slugger 


Earned by getting a Clear Rank S in over 40 stages 
Translates to Lv300 in Dorkish 


Gold Grappler 


Earned by getting a Clear Rank S in over 50 stages. 


Translates to Lv3000 in Dorkish. 


Bronze Baddie 


Eamned by a warrior who makes no mistakes in at least 2 Hell's 
Finest stages 


That all you got? 


Silver Satan 


Earned by a warrior who makes no mistakes in at least 3 Hell's 
Finest stages. 


I's okay, | guess. 


Gold Ghoul 


Earned by a warrior who makes no mistakes in at least 4 Hell's 
Finest stages. 


Okay, | get it 


True Overlord 


Earned by a warrior who makes no mistakes in at least 5 Hell's 
Finest stages. 


Showoff. 


Prinnycide 
Earned by killing over 10,000 Prinnies. 


That's just way too many, dood. 


Flavor Hunter 


Earned by gaining 10,000 points from sweets 


Watch out for the diabeetus! 


7 
Asagi's #1 Fan 

Earned by the Asagi maniac who finds all the torn letters and 
extra prizes. 


Numbah one! 


Medal of-Passion 


Seriously, congrals. 


BA in Monstology 


An honorary title earned by completing the Monsterpedia 


Won't really help you land a job. 


Buttbuster 


Earned by executing 10,000 Hip Pounds 


Also known as the Grass Master. 


Overpopulation 


Earned by reviving the village's wandering souls 
Getting a little crowded here. 

Prinsanity 

The highest honor, earned by clearing every stage 


There's no game you can't beat! 


Satanic Order 


Earned by the hero who defeats Demon Lord Etna 


Thanks a lot, now she's REALLY mad. 


Asagi Forever 


Earned by the Asagi maniac who clears her special stage 


Stalk much? 


Flavor Master 


Comes with pudding pack 


Ultimate Warrior 


Earned by gaïning over 50,000 points 


That's a lot of murdering just for a medal. 


Way to gol This is your reward for having the grit to beat the game. 


Earned by finding all 36 ingredients in the & standard stages 


Superstar Girlfriend 
Proof of courtship with Saffron, the world's top pop idol 


Is this a dream?! Pinch me! 


Baal Gem 


Proof that you took down the Mega Overlord 


It could buy, like, 5 new Netherworids. 


God Hand 


Earned by a god who clears the Martial Tower 


Hardcore game fans understand its true valve. 


Son of a Coward 


Not really an honor. It means you ran away over 10 times 


Man up, would ya? 


Star Screamer 


Earned by gaining over 1 MILLION points! 
Now try gaining over 50,000 points without dying. 


The Cleansing 


Earned by the demon that defeats over 10,000 enemies 


You ruthless heathen, you! 


Dr. Lucky, PhD 


Earned by anyone bored enough to collect all the Lucky Dolls. 


Way to go? 


NTV Music Award 


Earned by the music nut who collects every Netherecord. 


Goes live in 5 minutes. 


Who's rippin’ up letters, dood? 


Every time you finish a stage and are taken back to the Prinny 
Base, you have the opportunity to collect Torn Letters. There 
are 10 of these in the game, and collecting them will give you 
access to the game's alternate storyline. Be sure to collect 
each Letter every time you finish a stage; you've only got one 
shot any of them! 


Below are detailed explanations for clearing the platforming 
puzzles standing in the way between you and the Torn Letters. 


Letter 1 : 10 Hours Left 


Double Jump to Platform #1 
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Spin and do a Dashing Double Jump to the letter. 


Letter 2 : 9 Hours Left 


Double Jump to Platform #1, then again to Platform #2 


Here you'll have to triangle jump. Jump to the right, then 
Double Jump to the left and grab the platform 
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Letter 4 : 7 Hours Left 


Climb on top of the Stages entrance 


Jump to the first platform 


Letter 3 q 8 Hours Left Do two triangle jumps to climb the next two platforms 


Climb on top of the Stages entrance 
Sort oos 4250 


7 nours ten 


SCORE OOG 4280 


7 nours ten 


From here, do a Dashing Double Jump leap of faith. Make sure 
d you jump from the very left edge of the platform, and you'l grab 
Ep 8 hours ten a new one at the far left. Jump to the letter. 


né 


Spin and do a Dashing Double Jump to the letter 


k | 


Letter 5 : 6 Hours Left 


Climb on top of the Et amber entrance 


Double Jump your way to the box platform 


et EG ours let 


Jump at the wall, then fall until you can Double Jump to the 
next platform 


G nours ten 


Do another Double Jump to the next platform. It doesn't matter 
if you hit the ceiling or not. Once you're in the clear, claim your 
letter 


Letter 6 : 5 Hours Left 


This one's a lot like Letter 5. Climb atop the Etna Chamber, 
then ascend the platforms. 


SCORE o118820 


5 hours left 


Jump, then fall until you can Double Jump to the platform 


SCORE o118820 


5 ours tent 


5 ours tent 


Letter 7 : 4 Hours Left 


Ignore the tricky platforms at the right side of the Base. Just 
climb above the Etna Chamber, Spin, and do a Dashing Double 
Jump to the right. Hal Take that, system! 


SCORE o121250 


Letter 9 : 2 Hours Left 


Double Jump onto the platform above the Tutorial Manager, 


Letter 8 : 3 Hours Left then Double Jump again to a new platform 


ee A Gettougnt Climb topte Sleges Do a Dashing Double Jump to the right to grab onto a third 


entrance. Double Jump to'the platform, then again to the * 
shaped structure, Hang on its right side, then climb back up 
and staythere 


platform, then Double Jump to a fourth 


TCORE O18I1SseO 


SCORE ore2z00 
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From here, you're going to want to do a jump to the left, without 
moving beforehand. That means you have to press Left and X 
at the same time. 

2 hours tent 


SCORE O1 42250 


Here, you'll have to Dash Jump off of the platform (jump when 
you're at the right edge), then Double Jump straight vp and 
hold Left just as you clear the edge of the platform above you 
This may take a few tries 

To clear the last jump, stand between the fourth and fifth planks 
of the platform you're on, and do a standard Double Jump to 
the left 


FCORE O181SsBo 


Do it right, and you'll fall between the platforms. Note the 
screenshot, and do a Double Jump to the left at this position to 
obtain the letter 


SCORE or 42200 
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Letter 10 : 1 Hour Left 


Climb above the Stages entrance 


Spin and do a Dashing Double Jump to the left. This is harder 
than it seems because of the short platform—you'll have to 
make your jump the very second you let go of the Spin button 
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Much like Letter #9, you'll have to Dashing Double Jump from 
the right edge, then jump straight up to grab the next platform 


Use Double Jumps to make your way to the staircase platform 
and stand on the right edge with Prinny's hind leg halfway off of 
the platform. From here, Double Jump to the left. You should be 
able to grab a new platform 


From this platform, do another Dashing Jump to the left 
leading into a Jump straight up to catch the next platform. 


Climb the two left platforms close by you, then do a Dashing 
Double Jump to the box 


SCORE or4osz2o 


WO 


hours lett 


SCORE o24osz20 


hours left 


SCORE ozsos20 


0 


ozsoszo 


above 


hours lett 


Climb up, then Double Jump to the right 


Finally, stand on the left edge and Jump to the right. 
Congratulations! That's the final letter! 


TEORE o240520 


hours left 


The Lucky Dolis-are the key to the majority of the unlockables 
in-Prinny. The more you collect, the more prizes and secrets 
you'll earn. Usually itIl be a Secret File for a character in the 


game (viewable in the Monsterpedia), but sometimes itl be a 
Netherecord, secret stage, or secret boss fight 


Lucky Dolls are hidden in the ground in each version of the 
game's various stages. You have to Hip Drop the ground close 
by to unearth them. Once you do, you'll have to defeat it quickly, 
which is tough given their unusually high stamina. Hip Dropping 
them before attacking is your best bet. Once you've defeated 
(and thus captured) a Lucky Doll, head back to Professor Lucky 
at the Prinny Base to turn them in Each Lucky Doll captured 
also nets you 2,000 points. 

If you Hip Drop an area where you've already defeated a Lucky 
Doll, a Zombie Doll will pop up instead. These are still worth 
2,000 points, but no other rewards will be given They are also 
much tougher to defeat 


Locations! 
BY STAGE AND TIME PERIOD, IN ORDER OF APPEARANCE 


Tutorial Stage 2 


1- Near the beginning of the stage, look for the Scarecrow 
holding an “Up' sign with an enemy close by. Hip Drop in this 
alcove 


2- Before the second Revive Point, you'll see a row of Ghost 
Fruits. Hip Drop to the right side of this row 


3 - After the fourth Revive Point, cross the flying carpets, and 
land on the platform with the Parfait floating right above it. Look 
down and head to the ledge you see. Hip Drop here 


Nethergrasslands (10 Hours Left) 


4- Just past the second Revive Point, head under the platform 
you come to instead of on top of it. Hip Drop past the Flan 


2 Directly under the third Revive Point are two Flying Carpets 
Follow them through a tower, and Hip Drop 


3 — When you get to the Gear Metal YAY tank, Hip Drop in the 
small space between it and the wall that's just behind it 


zn ® d 
Nethergrasslands (9 Hours Left) 


1- Near the beginning of the stage, destroy the Walking Corn, 


then Hip Drop where they once were 
2— Look for the Scarecrow holding the “I” sign shortly after the 


first Revive Point. Hip Drop there 


3- Backtrack from the fourth Revive Point to a platform with Flan 
on it. Hip Drop here. The doll will show up at the left edge, so be 
mindful 


Nethergrasslands (8 Hours Left) 


1 — Past the first Revive Point, you'll see a Scarecrow holding a 
1” sign. Keep going until you see a small wall. The Doll is hidden 
here. 

2- Continue until you come to a tower you can enter (close to 
two Flying Carpets). The Doll is through the low entrance 

3— Near the end of the stage, on the tower with the Atonement 


Gate and the Archers, you'll see a Scarecrow with an “Up” sign 
The Doll is in the platform directiy under it 


Nethergrasslands (7 Hours Left) 


1—Hip Drop on the platform across from the TX-6 Jumpstart 
tank near the stage's start 


two Bomber Heads, below two Flying Carpets. Hip Drop here 


Backtrack from the third Revive Point into the alcove with the 


3 — Hip Drop just before the first wall you come to after the fourth 
Revive Point. 


Nethergrasslands (6 Hours Left) 


1- After the first Revive Point, go straight and you'll encounter 
a row of King Corn. Move past these and Hip Drop close to the 
Gargoyle you come across 


2— When you get to the second Revive Point, climb the right 
side of the tower you just went through to get there. This will 
involve, among other things, Hip Dropping on some floating 
Gargoyles. At the top will be two more Gargoyles. The Doll is 
between them 


3 — Hip Drop directly to the left of the fourth Revive Point, below 
its level 


Nethergrasslands (5 Hours Left) 


1—To the left of you where you start the stage. Just Hip Drop 
when you spawn 


2- Continue until you come to your first tower, and go through 
Use the Unknown and the Red Idol to Hip Drop your way to the 
tower's top. The Doll is there 


3- Directly under the Archer next to the Atonement Gate. Hip 
Drop the Scarecrow with the purple sign on the left side of the 
tower that you climb to get to that point 


High Tome Forest (10 Hours Left) 


1- After the beginning of the stage, continue past one row of 
Ghost Fruits, then Hip Drop to the left of the second row of them 
you come to 


2— Hip Drop after the third Revive Point 


3- Continue past the fourth Revive Point, along the stone book 
platforms, until you get to a Scarecrow with a “Down' sign. Drop 
down, and go to the left. The Doll is in the small passage 


High Tome Forest (9 Hours Left) 


1 — After the first Revive Point, look for the “!-sign Scarecrow. 
The Doll is to the left 


2 This Doll is hidden under the Gargoyle close to the second 
Revive Point. 


3 — Past the fourth Revive Point, drop down at the same point as 
with the final Lucky Doll at (10 Hours Left). This time, however, 
head to the right, and Hip Drop just past the Flan 


High Tome Forest (8 Hours Left) 


1 — You'll see a vertical log past the first Revive Point. The Doll is, 
hidden behind it 


2- Past the second Revive Point, jump the gap and Hip Drop to 
the right of the Red Idol 


3 — Just before the Atonement Gate 


High Tome Forest (7 Hours Left) 


1— Jump the gap after the second Revive Point, and Hip Pound 
the platform 


2— Just past the Gear Metal YAY tank, you'll see two Archers 
The Doll is between them 


3 — Hip Drop close to the Gargoyle after the fourth Revive Point 


High Tome Forest (6 Hours Left) 


1— Just past the beginning of the stage you'll come across three 
small platforms. The Doll is on the last of these. It's best to Hip. 
Drop the middle one, then quickly Hip Drop the Doll when it 
appears 


2- Hip Drop the end of the platform just before making the jump. 
to the second Revive Point 


3 — Past the fourth Revive Point, on the upper platform. Hip Drop 
some enemies to get atop 


High Tome Forest (5 Hours Left) 


1 — Just before the first Revive Point. Hip Drop to the right of the 
Red Idol close by 


2- After hitting the third Revive Point, go to the left and drop 
down. Past the flying carpet is a small platform where the Doll is 
hiding. The best way to get itis to clear out all enemies, then Hip 
Drop the platform to the left of the one the Doll is on. Quickly use. 
the Flying Carpet and slash away 


3 — Past the fourth Revive Point, on the lower platform 


Death's Watchtower (10 Hours left) 


1 —Hip Drop when the stage starts 


2- After the second Revive Point, head right to the edge. It's 
near the Scarecrow. 


3— This Doll is hidden to the left of the fourth Revive Point. You 
can use the nearby Bomb to make capturing it easier. 


Death's Watchtower (9 Hours left) 


1— On the staircase near the beginning of the stage. The Doll is 
hidden on the second step 


2 


After the third Revive Point, continue heading left. The Dollis 
in front of the Gargoyle 


3— Hip Drop the area around the Atonement Gate 


Death's Watchtower (8 Hours left) 


1 — Make your way to the first Flying Carpet, with a Scarecrow 
pointing “Up.” Hip Drop here 


2- Past the first Revive Point, continue up and Hip Drop close to 
the King Com 


3 — After the fourth Revive Point, you'll begin climbing platforms 
in an incline. The second one you land on is where the Doll is, on 
the right side 


Death's Watchtower (7 Hours left) 


4 — Park yourself on the platform between the Trigoyle and 
second Revive Point. Then drop down to a platform just under 
it. The Doll is here; you may want to actually activate the Revive 
Point first 


2 Shortiy after the third Revive Point. Make your way past the 
first two King Corn you see, then Hip Drop 


3 — Past the fourth Revive Point, you'll climb platforms and 
eventually come to a Flying Carpet. The Doll is on the platform 
under the Carpet. 


Death's Watchtower (6 Hours left) 


Allthree Dolls are around you when you start the stage. Hip 
Drop and collect. If one or two get away from you, you can 
retreat, retry, or head to the right and back to the start to 
respawn them and get the rest 


Death's Watchtower (5 Hours left) 


1 — This Doll is on the left end of the long platform where the 
second Revive Point can be found. You'll find two Terminators 
nearby. 


2-— Near the Trigoyles, before the fourth Revive Point 


3 — Past the Atonement Gate 


Demon Sea Aria (10 Hours Left) 


1 — Hidden just past the first 3x Idol you come across 
2-Hip Drop at the second Revive Point 


3 — This one's a bit tricky. Hit the third Revive Point. Climb to the 
next cloud up, then ascend the Flying Carpets to a cloud even 
higher up. From here, Spin and do a Dashing Double Jump to 
the left. You should land on a nondescript cloud where the Doll 
is. Hip Drop from either end, as the Doll is hidden in the center 
and can knock you off if you Hip Drop there. Be mindful of 
roaming Imps as well 


Demon Sea Aria (9 Hours Left) 


1 — After the first Revive Point, drop between the platforms to the 
right and Hip Drop. 

2- Directly in the middle of the hill just past the second Revive 
Point 

3 — After the fourth Revive Point, make your way to the TX-6 
Jumpstart tank… then walk off the left edge of its platform. Hip 
Drop where you land. 


Demon Sea Aria (8 Hours Left) 


1 —After the second Revive Point, Hip Drop when you get to the 
base of the grassy hill 


2- Before the third Revive Point, there's a small cloud and a 
Flying Carpet that must be ascended. The Doll is on the left side 
of the cloud. 


3 — On the staircase just before the Atonement Gate. The first 
step, to be precise 


Demon Sea Aria (7 Hours Left) 


1 — This one's on the way to the second Revive Point. It's just 
past the large gap of water where you have to Dashing Double 
Jump across, on top of the grassy hill 


2— On the hill just beyond the second Revive Point, clear the 


long row of Ghost Bombers on the ground, then Hip Drop the 
area where they once were 


3— Continue up and to the right past the third Revive Point until 
you reach a Scarecrow holding a “Right' sign. You should see 
some Flan leading down. Follow it, and Hip Drop the cloud you 
land on 


Demon Sea Aria (6 Hours Left) 


1 — Past the first Revive Point, look for an Archer on a cloud 
then Hip Drop the platform below her. The nearby Bomb can be 
helpful in capturing the Doll 


2 On the platform with the second Revive Point. 


3— Proceed past the second Revive Point until you come across 
a wooden platform with three Walking Corn. Clear out the Corn 
then Hip Drop the platform 


Demon Sea Aria (5 Hours Left) 


1 —On the way to the second Revive Point, you'll cross a large 
cloud (with two Imps floating nearby), and see a column of Flan 
going downward. Hip Drop the Flan, and you'll come across the 
Doll on a small cloud. 


Hip Drop the area around the third Revive Point 


3— Past the cloud sequence after the third Revive Point, you'Il 
come across a long platform with three bombs, a whole mess of 
zombies, and a row of Archers. The Doll is near the Archers. 


Magma Hideout (10 Hours Left) 


1 — Hip Pound when the stage starts. 


2 — After the second Revive Point, proceed to a Scarecrow 


holding an “Up” sign, with a Flying Carpet nearby. Hip Drop 


3— Instead of riding the CX-9, do a Double Jump to the lower 
level and go to the right past the Scarecrow with the “Up” sign 
Drop down and Hip Drop on the metal platforms 


Magma Hideout (9 Hours Left) 


1 —Proceed past the second Revive Point to the Scarecrow with 
the “Left” sign and Hip Pound 


2- Past this, you'l ride a Flying Carpet to a platform with a 
Bomb. Hip Drop near it 


3— On the left edge of the platform that contains the Atonement 
Gate and Scarecrow with the purple sign 


Magma Hideout (8 Hours Left) 


1 — Backtrack from the third Revive Point until you see two 
Walking Corns. The Doll is in the pit to the left of them 


2- See the Third Lucky Doll for Magma Hideout (10 Hours Left) 
Drop to a lower platform instead of using the CX-9, and Hip Drop 
around the metal platforms 


3 — Hip Drop the platform containing the Atonement Gate 


Magma Hideout (7 Hours Left) 


1 — Just past the first two green Flying Carpets you come across. 
Cross them, meet and defeat a Walking Corn, then Hip Drop 


2- After the second Revive Point, jump the next gap you see 
and Hip Drop the platform you end up on 


3 — Instead of riding the CX-9, jump across the metal platforms 
The Lucky Doll is under the wall with Genin clinging to it 


Magma Hideout (6 Hours Left) 


Make your way to the stage's long drop and head down it, then 
hit the Revive Point. Then follow these steps: 


1— From the Revive Point, go right until you see a hanging 
Genin. Hip Pound here 


2- Proceed back to your left, and Double Jump when you reach 
the “Down'-sign Scarecrow, up to a metal block. Do a Dashing 
Double Jump up to the right-through a hole, and to the upper 
platform. Hip Drop here 


3- Dashing Double Jump to the right, onto a platform which 
contains 3 Parfaits. Hip Drop here 


Magma Hideout (5 Hours Left) 


1 —Atthe second Revive Point, there's a wall separating it and a, 
King Corn. The Doll is on the King Com's side 


2- Just over the very high wall leading to the third Revive Point 


3— Getto the Scarecrow with the purple sign near stage's 
end. You'll see a Flying Carpet nearby. Take this up to a chain 
platform containing floating sweets. Hip Pound 


Moab Fortress (10 Hours Left) 


1—Hip Drop after defeating the first Moab Blaster in the stage 


2 


Backtrack from the fourth Revive Point to the Scarecrow 
holding a “Right” sign. Hip Drop here 


3— Just after the fourth Revive Point, board the red Flying 
Carpet and drop off of its right edge. As you fall, look for a 
platform to Double Jump to while in mid-air. Go past the two. 
Gargoyles resting on it and between the two large boxes you 
encounter. The Doll is hidden here. 


Moab Fortress (9 Hours Left) 


1— Close to the Moab Blaster you encounter shortly after the 
first Revive Point. 


2- Take the upper path after the fourth Revive Point. It's the 


small plank above the platform containing two Moab Grunts, 
slde-by-side 


3— Proceed past this entire set of floating wooden platforms, 
back to solid ground, and a Scarecrow holding a “Right” sign 
There is a small drop to be had--do so, then Hip Drop. 


Moab Fortress (8 Hours Left) 


1- Between the stacks of large boxes, just before the first Revive 
Point. There's a Bomber Head rolling around. 


2- After the second Revive Point, take the lower path, and Hip 
Drop the ground once you take care of the 3x Idol you come to 


3- Proceed after the fourth Revive Point, and fight your way past 
the stacks of large boxes, and 3x ldols perched above them 
Afterwards, Hip Drop just before you make it to the Scarecrow 
with the “Right” sign 


Moab Fortress (7 Hours Left) 


b | 


Hip Drop when the stage starts 


2 


Proceed past the first Revive Point and past the floating 
platforms to the other side. The Doll is hidden on the other side 
of the two large boxes you come to 


3— Drop off of the right edge of the platform where the third 


Revive Point rests. Fight past the Lift Gunner, jump over the 
large boxes it was attached to, and Hip Drop 


Moab Fortress (6 Hours Left) 


1 — On the platform where the first Revive Point rests 


2-=After the second Revive Point, go straight instead of up. Take 
care of the Specter Mommy and Tykes, then jump to the next 
platform with the sleeping Moab. Kil it and Hip Drop here 


3— This one's a mouthful, so we'll break it down. 


a) Backtrack from the fourth Revive Point (near stage's end) until 
you see the TX-6 Jumpstart Tank. 


b) Vertically ascend the floating platforms until you reach a 
Trigoyle (the tank can make this easier by allowing you to 
bypass the blocks with King Corns on them) 


€) This parts tricky. Jump away from, then quickly Jump towards 
the Trigoyle so that you can Hip Drop off of its edge and to a 
block even further up 


d) Double Jump up to the right again, and you'l see a Lift 
Gunner between two blocks. The Doll is hidden in the right block 


e) Double Jump up, go past the Gunner, and retrieve. Whew! 


Moab Fortress (5 Hours Left) 


1 — Hip Drop the platform you land on after crossing the very first 
gap 

2 After the second Revive Point, take the upper path. The Doll 
is all the way at the end of the platform you cross, on the other 
side of the King Corn 


3 — Drop down to the right just after the fourth Revive Point, then 
Hip Drop. 


Black Dessert Desert 


1 —This Doll's hidden directiy under the start. Simply fall and go 
left 


2— After the third Revive Point, climb the tower and drop over 
the right side of its peak. The Lucky Doll is hidden on the other 
side, on the same platform as the King Corns and Moabs 


3 — Directly to the left of the fourth Revive Point. 


Sweet Palace 


1- At stage start, go to the right and Hip Pound just before the 
first gap. 


2- Beat your second boss, then in the room you come to, clear 


the jump. Before going on the Flying Carpet, Hip Pound the left 
edge of the floating block you're on. Be mindful of the Gargoyle's 
fireballs 


3-Beat your fourth boss, then in the next room, Double Jump to 
the floating block up and to the right, then to the one up and to 
the left. Hip Drop the left edge. 


Sweet Garden 


1 — Shortly before the first Revive Point, there's a long jump 
involving two large floating green blocks. The Doll is in the 
second of these. Hip Drop the left side 

2 — After the second Revive Point, fight past the Moab Blasters 
until you see a vertical column of Flan. Get on the platform 
just before these treats, then drop down to a platform directly 
beneath it. Hip Drop the right side 


3 — Near the third Revive Point 


Prizes 

DOLLS COLLECTED - 2 Prize - Secret File: Data Manager 
DOLLS COLLECTED - 4 Prize - Secret File: Gargoyle 

DOLLS COLLECTED - 6 Prize - Secret File: Headjuggler 
DOLLS COLLECTED - 8 Prize - Secret File: Damien 

DOLLS COLLECTED - 10 Prize — Netherecord: Nest of the Holy 
DOLLS COLLECTED - 12 Prize - Secret File: Trigoyle 

DOLLS COLLECTED - 14 Prize - Secret File: Flan 

DOLLS COLLECTED - 16 Prize - Secret File: Gear Metal YAY 
DOLLS COLLECTED - 18 Prize - Secret File: Gourmet Ogre 
DOLLS COLLECTED - 20 Prize — Netherecord: Prinny Action 
DOLLS COLLECTED - 22 Prize - Secret File: Revive Point 
DOLLS COLLECTED - 24 Priz 
DOLLS COLLECTED - 26 Prize - Secret File: Atonement Gate 
DOLLS COLLECTED - 28 Prize - Secret File: Cardamon 
DOLLS COLLECTED - 30 Prize — Netherecord: 1st Impression 
DOLLS COLLECTED - 32 Prize - Secret File: Save Manager 
DOLLS COLLECTED - 34 Prize - Secret File: Beholder 
DOLLS COLLECTED - 36 Prize - Secret File: Shortcake 
DOLLS COLLECTED - 38 Prize - Secret File: Basil 


DOLLS COLLECTED - 40 Prize — Netherecord: Night At The 
Opera 


- Secret File: Magic Carpet 


DOLLS COLLECTED - 42 Prize - Secret File: King Corn 
DOLLS COLLECTED - 44 Prize — Secret File: Bok Choy 
DOLLS COLLECTED - 46 Prize - Secret File: Professor Lucky 
DOLLS COLLECTED - 48 Prize - Secret File: Chervil 


DOLLS COLLECTED - 50 Prize — Netherecord: Ganbare Onna 
No Ko (pico pico version) 


DOLLS COLLECTED - 52 Prize - Secret File. Morgan 

DOLLS COLLECTED - 54 Prize - Secret File Turmeric 

DOLLS COLLECTED - 56 Prize — Secret File Replay Manager 
DOLLS COLLECTED - 58 Prize - Secret File: Tutorial Manager 
DOLLS COLLECTED - 60 Prize — Netherecord: Dance With Me 
DOLLS COLLECTED - 62 Prize - Secret File: Lucky Doll 
DOLLS COLLECTED - 64 Prize - Secret File: TX-6 Jumpstart 
DOLLS COLLECTED - 66 Prize - Secret File: Parfait 

DOLLS COLLECTED - 68 Prize - Secret File Anise 

DOLLS COLLECTED - 70 Prize - Battie Art 

Acquiring 70 Lucky Dolls allows you to challenge the Martial 
Tower via the Dimension Guide. It's by far the toughest stage in 
the game, rife with incredibly hard platforming feats, enemies 
and bosses (some more so than others) For all daring Prinnies 
who wish to try it, we can only say… good luck, doods! 

DOLLS COLLECTED - 72 Prize - Secret File: Scarecrow 
DOLLS COLLECTED - 74 Prize - Secret File: Music Manager 
DOLLS COLLECTED - 76 Prize - Secret File: Cyberclops 
DOLLS COLLECTED - 78 Prize - Secret File: Kim 


DOLLS COLLECTED - 80 Prize — Netherecord: Lord Lahar's 
Hymn 


These are scattered throughout every nook and cranny of the 
game. Collect them all to hear them when you talk to the Music 
Manager at the Prinny Base, or set them as background music 
when you play stages 


Below are each of the records, and how they can be found 


01 - PRINNY ACTION collect 20 Lucky Dolls. 


DOLLS COLLECTED - 82 Prize - Secret File: CX-3 Hellyes 
DOLLS COLLECTED - 84 Prize - Secret File: Darth Moab 
DOLLS COLLECTED - 86 Prize - Secret File: Dimension Guide 
DOLLS COLLECTED - 88 Prize - Secret File: Lee-Shang Long 
DOLLS COLLECTED - 90 Prize — Netherecord. The Great Wilder 
DOLLS COLLECTED - 92 Prize - Secret File: Popsicle 

DOLLS COLLECTED - 94 Prize - Secret File: CHEFBOT-9000 
DOLLS COLLECTED - 96 Prize - Secret File. Chi 

DOLLS COLLECTED - 98 Prize - Secret File: Sir Sweet 

DOLLS COLLECTED - 100 Prize - Devis Deal 


This allows you to rebel against your mistress, Demon Lord 
Etna, in a fight to the finish! If you really think you're up to facing 
her wrath, you can go to the Etna Chamber and choose “Fight” 
Let's get ready to rumble, dood! 


DOLLS COLLECTED - 102 Prize - Secret File: Hoshikage. 
DOLLS COLLECTED - 104 Prize - Secret File: Asagi 

DOLLS COLLECTED - 106 Prize - Secret File: Prinny 

DOLLS COLLECTED - 108 Prize - Secret File: Etna 

DOLLS COLLECTED - 110 Prize — Netherecord. Etna Rock 
DOLLS COLLECTED - 112 Prize - Secret File: Runaway Manager 
DOLLS COLLECTED - 114 Prize - Secret File: Prinny Laharl 
DOLLS COLLECTED - 116 Prize — Secret File: Prinny Baal 
DOLLS COLLECTED - 118 Prize - Secret File: Prinny Asagi 


DOLLS COLLECTED - 120 Prize — Netherecord: Asagi 
Metamorphosis 


02 - NEST OF THE HOLY collect 10 Lucky Dolls 


03 - IST IMPRESSION collect 30 Lucky Dolls 


04- DANCE WITH ME Collect 60 Lucky Dolls. 


05 - GREEN LABYRINTH High Tome Forest (7-Hours Left) 


Backtrack from the third Revive Point to the Flying Carpet, and 
go down to the right 


06 - TOWER OF ICE Death's Watchtower (6 Hours Left) 


Near the end of the stage, after the fourth Revive Point. It's on 
the same platform as the flashing Scarecrow with the purple sign 
(signaling that the Atonement Gate isn't far off). Backtrack from 
there and look/drop down to find it 


SCORE onoss go 


07 - LEADEN ROULETTE Magma Hideout (9 Hours Left) 


Instead of riding the CX-9, Double Jump down and to the richt 
Navigate the metal platforms and Dashing Double Jump past 
the sea of lava. Be careful of the Genin clinging to the wall--Air 
Slashing while in mid-jump will take care of him 


08 - BRAVE HEART Moab Fortress (8 Hours Left) 


Beyond the fourth Revive Point, you'll come to a 3x Idol. Destroy 
it, then hop on its platform and jump to the floating block above 
it Hip Drop off of Gargoyles and navigate platforms upward until 
itis in your reach 


09 - SWEETS PALACE Sweet Palace 


In the room you come to after taking down the fifth boss. Hip 
Drop off of the enemies that the 3x Idol spawns to reach it 


10 - DARK SOUL Black Dessert Desert 


Just after the third Revive Point. When climbing the castle tower, 


note the wall of Gargoyles to the left that are constantly spitting 


fire at you. The Netherecord is atop them 


16 - BEVOND THE AURORA Aged Sage Altar 
Above the CHEFBOT-9000's head 


Close to the eighth Revive Point, you'll see a 3x Idol. Hip Drop 17 - MAKAI CASINO Demon Sea Aria (10 Hours Left) 
off of the enemies it launches to reach the Netherecord 


11 - NOBODY KNOWS Martial Tower 


After the second Revive Point, you'll come to a 3x Idol. Hip Drop 
off of the enemies it spawns to reach a Flying Carpet. Go up, 
then repeat the process. You'll see the Netherecord on a cloud. 
to the right 


88 BEORT OTIS (att) 


SCORE osor7oo 


12 - GOING MY WAY martial Tower 


Jump up at stage start 


ED 


SCORE ores oo0 


18- MONSTER BEAT Sweet Garden 


Shortly after the Fourth Revive Point, look for a Trigoyle floating, 
high up. Hip Drop off of it for the Netherecord 


Stort os nae60 


Ke) 


13 - FLYING CHORUS Martial Tower 


After the third Revive Point, continue on until you see three 


Druids lined vertically. The Netherecord is above them 


scortosoorso 


19 - BREAKDOWN Martial Tower 


After the tenth Revive Point, proceed past the sequence where 
you have to Hip Drop off the heads of Idols. You'll come to a 
sequence where you continuously have to jump off floating 
Gargoyles to reach the top. The record is near the top of this 


20 - HEARTFULL TIME Asagi Story, Chapter 4 


After the second Revive Point, Hip Drop over either the second 
of third Trigoyle you come across, and Double Jump 


14- LAST CELEBRATION Martial Tower SCORE 0072220 


Soon after the stage's final Revive Point. You'll encounter a 
Shadow Master, and a hole close by The Netherecord is in the 
hole 


15 - NIGHT AT THE OPERA collect 40 Lucky Dolls 


21- WITCH WALKING Asaai Story, Chapter 2 


At the Atonement Gate, skyward. Hip Drop off the enemies the 
3x Idol spawns 


8 BLOBE OO32I00 


22 - HELLO! MY DREAM Asagi Story, Chapter 5 


Hang over the left side of the small platform where the third 
Revive Point rests, then drop down. Quickly Double Jump to the 
right, then Dashing Double Jump to a tower. The Netherecord is 
through this tower. 


23 - ASAGI METAMORPHOSIS Collect All 120 Lucky Dolls 
24 - MODERN GIRL Nethergrasslands (5 Hours Left) 


After the second Revive Point, get to the next tower, but instead 
of going in, climb to the top of its left side by Hip Dropping the 
Mothman nearby. You'll see two tanks. Ignore them and jump 
off of the tower’s right side, Hip Dropping off of a Trigoyle and 
landing on a Flying Carpet in the process. Follow the Carpets to 


the record 
SCORE os eneen 77 


25 - GANBARE ONNA NO KO (PICO PICO VERSION) 
Collect 50 Lucky Dolls 
26 - YOU GO GIRL Asaoi Story, Chapter 7 


Get to the Gear Metal YAY near stage's end. The Netherecord is 
above it. You'll have to Hip Drop off of the spawn of some nearby 


3x Idols to reach it. 


27 - FOOTSTEPS OF A DEMON Asagi Story, Chapter 5 


Jump out of the CX-9 when it reaches the platform above its 
original location. The Netherecord is above it 


gert oroouso 


28- THE GREAT WILDER Collect 90 Lucky Dolls 
29 - LORD LAHARL'S HYMN collect 80 Lucky Dolis 


30 - ETNA ROCK Collect 110 Lucky Dolls 


Asagi! Will She Finally Be The 
Heroine? 


So you think you're done with Prinny: Can | Really Be The Hero? 
Well, we hate to burst your bubble, but you don't know the half of 
il Lurking on the disc is an entirely new storyline, complete with 
new stages, new gags, and new, humiliating ways to make your 
Prinny explodel 


Consider this a Super Hard Mode--and as such, it's not the best 
of ideas to jump right into this without first having extensive 
experience with the main story. The main story will give you the 


skills and reflexes to tackle Asagi and her mad quest to finally 
become the main character of a game for once. 


There are two ways to access this storyline 


1) Collect the Torn Letters (see the Torn Letters section of this 
guide) 


2) At the title screen, place the cursor over “New Game”, then 
press: Tiriangle, Square, Circle, Triangle, Square, Circle, X 
You'll hear a voice as the game starts if you do it right 


Whichever way you choose to access this storyline, know that 


you're in for the challenge of your life. If you think you're ready, 
then let's get it on, dood! 


Tutorial Stage Revisited 


IFyou\ve played through the main story, then you already know the 
benefits of Hip Dropping on enemies to move forward rather than 
trying to engage every single one in combat. The same principle 
applies in every stage here. Go ahead and practice the technique in 
this stage, since this one pulls punches compared to all others. 


The only time you can jump here is under two conditions. 
(a) The Headjuggler is at its peak and about to descend 
(b) The Archer isnt fing at you 


Patience is key. Once you see your chance, jump and Air Slash the 
Archer in mid-flight to ensure a safe landing. 


Hip Drop the Unknowns here instead of trying to navigate past the 
King Coms 


GORPIE0 


Advanced 
Val 


Use a combination of Hip Drops and Double Jumps to get 
across. Hip Dropping the Gargoyle in the wall will usually keep 
you safe from the Archer’s arrows 


BCOBE OORHOPO 


Stand your ground on the Flying Carpet and Slash away at these 
Imps. You'll win 


Moab Fortress Revisited 


Aside from some tricky jumps in the last segment, it's business 
as usual in this stage. Depending on your personal experience, 
you may actually find this easier than the last mission. Keep your 
guard up in either case 


Roll over the competition with the Gear Metal YAY tank 


Tes WEE Denso 


Boss: 
Asagi (The 
Heroine?) 


The first time you face 
Asagi, she fires her guns 
straight forward. The fire 
can be easily jumped over. 
She also doesn't have 
much of a life bar, and 
only takes one Hip Pound 
to stun. Since she usually 
stays ground-bound, use 
your aerial advantage to 
Hip Pound her and pull out 
the win 


A 


Hip Drop the Moab platoon and make your way to the first 
Revive Point 


Going under the Gargoyles and Trigoyles is your best bet 


The only real problem with navigating these platforms are the large 
numbers of Mothmen and Unknowns being sent your way. Take them 
out any way you can. Air lashes are preferable 


Tr SCORE OOI8BON, 47:05 


Ifyou do get hit taking the high road, you'll usually fall onto the lower 
road, which has larger stretches of ground, but more flying enemies 
Exercise caution 


Boss Fight: Asagi (The Tourist) 


Asagi's starting to get serious this time, with more stamina, a faster 
weapon fing rate, and a giant spiked ball-and-chain! She also 

has some Imps as an entourage. Fortunately, you stil have the air 
advantage. Air Slash the Imps, then Hip Drop Asagi and attack her. 
whenever you get the chance. Don be afraid to take things slow if 
you have to, and steer clear when you see her get out the spiked ball 
It makes her almo 
it around 


nerable to Hip Drops when she's swinging 


SCORE OO4szSO 


High Tome Forest Revisited Backtrack to let the Treant fall to his doom, then continue 


This stage is comprised of otherwise normal jumps made tricky forward 
by diabolical enemy placement. Remember that you're invincible 


during Spinning and Sliding scont oossoeo 


You'll face lots of cannon fodder on the way to the first Revive - 
Point. 


zr) 


SCORE ooso7oo 


Take care of the Imps around this platform, then fall straight 
down instead of jumping forward 


SCORt oosssso 


If you see a fireball headed your way, jump out of the CX-9 
to keep it safe, Hip Drop the Gargoyles and Trigoyles, and 
then jump back in when the coast is clear. Remember this 
technique—it|l come in handy later 


TEORT Gos 2510 


IFyou do lose the tank, it's you agaïnstthe world. Go for mult-kills 
with your Air Slashes, and Hip Drop the Gargoyle to cover ground. 


SCORE oosssso 


Jump the Archer's arrows, Hip Drop the King Corn, Double Jump 
over (or on top of) the Archer, and fight your way to the Atonement 
Gatel 


Death's Watchtower Revisited 


Remember how, in the last stage, the jumps were made tricky by the 
placement of the enemies? Well, here, the jumps are the enemies 
Have fun! 


Slash the Ghosts as you move forward 


SCORE oo7szoo 


Boss: Asagi (The 
Counselor!) 


Asagi isn't much different here than 
in the last stage, except that she 
now takes yet another Hip Drop to 
be stunned, and she has a couple of 
Walking Corns with her. Handle her 
the same way you have been so far. 
Relish these easy boss fights now. 


because she'll get tougher real soon 


You'll have to use the Trigoyles and Gargoyles as steps by Hip 
Pounding them in order to progress. Be mindful ofthe fireballs 


Continuously Slide through these Trigoyles 


TCORE ooBssso 


The safe way to handle the first Succubus when climbing the Flying 
Carpets is to just stay on the first Carpet and slash her whenever 
she comes in range. It! take a while, but it's better than continuously 
restarting from the Revive Point 


As for the second Succubus, wait until the Carpets align for you to 
jump to the left while she's further to the right 


EES 
En 


This segment isn't too tough, but clear out all Succubi in the area first 
before attempting it 


SCORE oosz800 


Use the bomb to take out the Ghost Bombers, and be mindful of the 
wall of Specters about to come your way 


Finally, Hip Drop the King Corns for a clear path to the Atonem 
Gate 


Boss: Asagi (The Politician) 
This is where Asagi finally gets tough. She has an entourage of 


varied enemies, and starts jumping around with her twin pistols like a, 
mistress of wirework 


What you wantto do is to use the enemies as steps to quickly clear 
the space between you and Asagi. When the fight starts, Jump 
straight up and Hip Drop the Moab 


SCORE o115750 


Use the leverage to Double Jump and Hip Drop the Mothman for 
extra air 


SCORE o115750 


Finally, do a Hip Drop directy in front of the final snake statue's 
column. You should take out the Wood Folk in the process 


Magma Hideout Revisited 


Asagi's gone on a joumey of self-improvement, leaving you to battle 
a horde of deadly ninjas and archers. Wilthey stop Prinny? No way. 
dood! Stil, they might come close. 


Slide through the Corns. 


TORT oTrisoo 


Try ae 


There's a good chance Asagi will attack with her spiked ball after f 
staying out of your way. Use this chance to kil the Wood Folk, then 
hugthe right wall and jump straight up when she dashes at you. Now 
you can Hip Drop her. 

SCORE o11s7 50 een 
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SCORE O117 100 
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Take out the other enemies when you can to have an easier tim: 
against Asagi, who still doesn't have the biggest lifebar in the world. 
The best times to Hip Drop her are when she takes out her launcher, 
and when she stops firing her pistols. If sh, ts out the ball and 
chain, steer clear--and also be ready to jump, because she will 
usually also extend the chain across the screen 


The Dimension Blades may look intimidating, but they go down in a 
single measly hit 


SCOREIOT ze SO 


Roll over the Genin and Ghost Bombers, and pelt th 
Masters with low-powered tank shots 


Air Slash the Archer to get her to jump away, then clear some ground 
by Hip Dropping the floating Gargoyle. 


This entire area can be the death of you if you're not careful. Try 
Spinning/Siiding, or getting hit and running to the Revive Point with 
your invincibilty if you have the Scarves to spare 


From this first Flying Carpet drop right, drop left, drop right, then 
Double Jump to the right to land on a platform and board the CX-9 
Hellyes. your invincibilty ifyou have the Scarves to spare. 


of 5400 
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Take this area slowly. Kill the Genin while standing under the Trigoyle, 
then advance forward. The two Shadow Masters will be much 
tougher to beat. It!l take all of your Air Slashing skills to do so. 


Tine for the home stretch! Take out the bottom Archer from a safe 
distance. 


SCORE o1872so 


£ 
Double Jump when you're roughly level with the scarecrow's head, 
so you don't bump against the next ceiling and fall 
Take out the Mothmen by letting them come to you, then killthe 
Archer above. 
From the next platform, let the Mothman come to you, so you can kil 
it Double Jump, Hip Drop the Archer, and you're home freel 
Boss: Asagi (The Curvaceous) 
Taking out the Genin hanging from the ceiling will make this fight a 
whole lot easier. Once you've done so, resort to normal tactics. Asagi 
doesn't do anything differently here that you didn't see in the last fight. 
The wall, of course, is the best place to attack her. jm 


When you see the Headjuggler begin moving from left to right, get 
your jump ready. Move forward, then jump at the point noted in the 
following screenshot 


Nethergrasslands Revisited 


This stage is a lot ike Nethergrasslands at Night in the main storyline. 
Ifyou've gotten through that, this shouldn't give you too much trouble 


Due to its pogo nature, this tank is sort of useless here. If you 
manage to make the jump, though, t's open season on the enemies 
ahead. If not, just Hip Drop them all to get past 


Just go up here. The high road leads to the Revive Point, the lower 
tower opening leads to a dead end, and a Gargoyle who will shoota 
fireball in your face. 
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You'll have to bait these two enemies into coming to you in order to, 
clear the way. Jump, then quicky backtrack until the zone is clear. 


ar 864 


After hitting the Revive Point and ascending the Flying Carpets 
(watch out for the Gargoyles), a smattering of Imps and Archers, 
plus a Lilim, await here. Take things slow and clear the area before 
proceeding 


This is the stage's tricky jump. Get rid ofthe Unknown, then Hip Drop 
the King Com. There is actually a platform under his; try to get down 
toit 


Once there, avoid or exterminate the enemies, then carefully jump 
past the Headuggler. 


SCORE o217200 


Along with the Archer, there are three Bomber Heads to deal with. 
Make sure to destroy everything before moving on 


Bomb an Archer from a distance, then Air Slash the one to the right to 
gain access to the Atonet 


Boss: Asagi (Lv. 9999) ground to Asagi when the fight starts, and whenever possible after 


that. She stil jumps around like crazy, so staying on her is key. 
Get her to the wall, Hip Pound her, and Air Slash her into oblivion 
preferably before she can use her new giant cannon 


The Tar Men in this fight would be more of a nuisance if they actualy 
had any speed to their name. As itis, they can be largely ignored 
or Slid through. As a matter of fact, use the Spin and Slide to cover 


SCORE or25soo 
Ont orzssoo 


C y 
MN 


Speaking ofthe Revive Point, it's directly under this column of Flan 


Demon Sea Aria Revisited Hit it then resume using the jumping-out trick to navigate the next 


jatch of open sea until you get to the next Revive Point. 
Remember when, back in Chapter 3, we allowed the CX-9 Hellyes R El Hen 


to escape certain death by jumping out of it just as it was about to 
get hit? Well, that's the entire foundation of the first third of this stage 
Diabolical, dood! 


Just before the CX-9 is hit by the Headjuggler, jump out. You'l have 
to Hip Drop one of the Imps in order to stay alive and afloat. Make 
your way back to the CX-9, jump back in, and start blasting away 
again. The same principle applies to the other CX9s you will see up 
to the first Revive Point 


Double Jump forward when the Flying Carpet closest to you is at 
its peak and is on the way dovinward, going counterclockwise. Air 
Slash the Druid during your fight path, and land on the Carpet after 
he's dead 


Don't make your jump until the Trigoyle has spit its fireballs 
diagonally upwards. Once it has, advance, then Hip Drop both it and 
the Archer to get across 


Follow the Flan once again, then destroy every enemy in sight from a, 
safe distance 


Eo2s287o 
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This CX9 ride is the last thing between you and the Atonement Gate. 
Rapidfire all of the Succubi, while sending lots of blind-fire towards 
the semicircular radius above you. The last thing you need is one of 
their giant hearts crushing your machine 


You're here! Make the dead deader, then let's blow this pop stand! 


stone der SRO N 
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Final Boss: Prinny Asagi 
(Netherworld Pop Idol!) 


If you thought Prinnies were cute before, get a load of Asagis killer 
cosplayl She's a master of exploswves now, and if you let her move 
around too much, she!l fil the battlefield with cute, Prinny-shaped 
minesl Fortunately, she's otherwise easier than the last few fights, 
since her spinning pistols attack can be easily ducked, and the mini- 
Prinnies can be neutralized with Hip Stomps 


When the fight starts, move to the left, and stand between the fist and 
second tiles. Asagi wil perform an oh-so-cute explosive trip-and-fall 
maneuver. Jump straight up, and Hip Drop her 3 times for a freebie 


Get right in front of Asagi (with yourself to her left), then Air Slash her 
to push her back. Stand between those two tiles once more, and 

lo and behold, Asagi will trip over the same place again for another 
freebie. 


Hug the left platform. Asagi will jump over you, and launch some mini- 
Prinnies. 


When she rushes back, Double Jump straight up. She should land 
where you were, and bust out her cannon. Hip Drop her again. If you 
get her all three times here, she should be hurting and in the red. 
Which prompts her to do her explosive trips at a faster rate. Anticipate 
her moves, and claim the victory! 


